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Torso Twist advanced only. This 
allows your ‘Mech’s torso to spin 3605. The 
«“y” on your radar screen will rotate in conjunc- 
ition with your torso. 













melo h oN a-l-lanl NG This activates 
foot steering which allows experienced 
pilots to separate their navigating controls 
bigeliMmurtlimilalilemetlitice) (me 







Weapons Display Panel You 
may allocate any one of your weapons systems to 
any trigger. At the start of each mission, all 
weapons are automatically set to fire on the red 
center trigger of the joystick. 





WN oY -1-o Ree MalobMar-lnelammiry aya ts 
speedbar on the left of the screen. Yellow = 
Forward & Blue = Reverse . 


Radar You are at the center of the | 
radar. The “V” facing up is your field of view. 
Damage Control Your ‘Mech’s 
current damage level. 





Throttle works like the accelerator 
of a car. All the way forward is full speed. 
After re-morphing all pilots must pull back 


on the throttle and then push forward to 
begin moving again. 


















































Infraked/Night Vision the 


third toggle switch will engage the InfraRed 













system for better night and fog visibility. 






arget Acquisition Your 
crosshairs will alert you when you have a radar 
lock-on. Look for the enemy pilot’s call-sign to 
appear below the crosshairs before you fire. 
The number that appears above the crosshairs 
is the distance in meters to your target. Be 
careful, the numbers will appear even when 
you are aiming at a building or a rock. 






Tri QQers In basic mode, the red trigger 
will fire all weapons at once while the top two 
triggers are disengaged. 










JO Ys tick im basic mode, the joystick 
will both steer your ‘Mech and aim your 

crosshairs. In advanced modes the joystick can 
rotate the torso like the turret of a tank. 






frost Pedals | 










Reverse Button To switch into 
reverse just press the throttle button once. You § 
do not need to zero your throttle before shifting 
into reverse. To return to forward, just press 
the button once again. Note: Top speed in 
reverse is 40 kph. 
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Memorandum 

TO: NGL Asseclate: Menbers. & tree 

~ . FROM: D. Michaels+ VGL Archives * ee 
_ RE? ‘Attached Univ--137. (BT/SVID) . Ops. Men: 
DATES 5 28-93 Sik 





‘The: attached: operations ianual + compiled by. vatenen VOL pilet David 
(Pawn). Gilison, is. written: in our ‘pilot's: colorful colloquial. styles 
but will tell “you. everything you need LO} know to operate. “your. NGL Sek 

Bs a Cockpit in the BattleTech: Virtual World 


 Yateran and. fasten. class pitets are advised to! refer to. published 2 

_ Supplements. which offer in- depth. up-to-date. intelligence on mapss, 

ie ‘Mechs. weapons, scoring, heat and damage charts- AS. the Vel receives — 
new. data we wilt continue to Update all PAlots “e r 


Te you are. new | to. BattleTach Tet. us reassure: you now that. our ese: 
“Technical. crew will be monitoring your. status at all times. When. your 
_. Mech has” taken. too. much damage your ‘pod. will ‘eject: ‘and. our Safety © in gee 
Crew will re- morph. it into ‘anew Mech. Our safety. record as: excel®.: | 
~ lent and as dong as. you: follow the rules you. should. have no: problem. : 
in- returning: to. your’ ‘home site: Always. follow the’ instructions. of the - 
_ Techs’, they . are “your: best friends. an the heat of far- away. battles. aN 


: “We at. the VoL ull also like you to’ deep in. snake that. you. are ‘not a= 
. citizen of. Solaris VII. As: a visitor. and. explorer we. “ask that you - 
> please treat the planet: as. alate it was your home. TE. you. encounter any a 
locals: in. the course: of your expedition. please do not engage them in 
-.* battle. Unlike our pilots.. they do not return. when ‘their 'Mechs: are. 
. destroyed. ‘Repeated failure. to. okey this rule will, result | in the” sus=_ 
pension of member" “privileges: | = 
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7, H HTR Ls FROM YOUR ESTEEMED AUTHOR. 
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but norte ve reticle i sUacailseal Or fit Then the sna fee told me athe ' | : 


a ‘I wanted to pilot anymore I had to volunteer to write some new operations manuals. | guess: : 
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> they realized that the techs that run this place couldn't exactly communicate well. No kidding, el 


“by 
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Fm had to listen to their endless translocation, hydronucleo mumbo jumbo. I've tried tom 


*. make these books as s clea as possible, but visti is am the best ae Me oul 
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back into the stat So1 look for my icon for the Ns See | * a é 





athe material and feel free to comment to yourselves. Looking amy 





8s 255 — “forward te seeing you in my crosshairs soon. 


a Training games will get you’ 
#1 |used to the two most important 


#1 |parts of becoming a good 
ae |Mechwarrior:| Navigation and Target 


Acquisition-. [The rest of the 7 


8, jalmost one hundred buttons, bells 
#4 jand whistles are presently deacti- 
#4 vated so that you can get used to 

# |your ‘Mech without unneeded com- 

sy | plication. If you want to learn . 
ka jabout the advanced features now, | 
Ha ibe my, guest and skip,this chapter. 





sien 







“val pers t t l ibe Pushing forward until the 
se . throttle stops: will move the ‘Mech forward _ 

Mat full speed, Pulling the throttle all the way 
| back to. its “zero” point will slow your ‘Mech. 











| to. a complete stop. It’s: like the. gas pedal of 








a car; if you don’t push it you: won’t go any- | 
where. | f you. push it all. the’ ‘way’ you'll go. 






pretty fast. If you get blown-up remember to 
pull back on. the throttle and then push: for- ; 
ard to restart your ‘Mech. Different ‘Mechs es aa 
' have different maximuin Speeds, so check | | nA 














out our VGL Data Sune lemaibse 





evers. e To switch | 

Hinto reverse just press. the throttle: button, once. 
¢ You do not need to zero your throttle before shift- 

= ing into reverse. In fact, shifting your ‘Mech into. 

: . _ preverse is ‘the best brake you have. if you shift | 
to Hit a & | while moving forward the ‘Mech will fi rst slow 
“Movin o down to. a stop and then willl move ‘backward: The 

, maximum speed i in reverse. for all ‘Mechs i is 40° 
KPH. It’s never a good idea to be. in’ reverse for 
long stretches so. get back. into forward. as soon , 
as possible. ‘Slow speeds and blind driving: are 
not. encouraged. If you are. confused: about which 
: direction you're, moving. in, just check the color of 
Yyour speedbar. Yellow = ‘Forward and Blue eo ~ , 
Reverse. To return to forward: just click the but- 
ton once again. Remember: “Blue. = Back”. 












































"Il be a goner> ] 





_ (Get the Tech moving ASAP otherwise you 





[Reverse is cool. if-you need to get some breathing room. |: 





















a \ a V 1 o. a oe 10 As Turning your ‘Mech from side to. , 
| side i is very simple. Move. the joystick right and your. ‘Mech 
Bwill. gradually. turn right. The faster you: are ‘traveling the _ 
= wider your turn will be, so. if you want to turn. really fast you. i 
é better slow. down. The only time you need to push forcefully 
gon your joystick i is when. you want to spin the ‘Mech right or. | 
: left. The further you push your joystick. to. the side. the faster PJ 
_.fjyou will spin in that direction. Use this tactic when an oppo- 
nent i is behind you and i is blasting away at your. weakening 
fjarmor. Otherwise, when. steering, try not to jerk the joystick 
fall. over: the. place; it is a very sensitive instrument. Since | 
is steering requires large movements. and. targeting requires. i 
[ifine control, acquiring a light touch with the joystick i is cru-. [ft 
ficial. Small, precise ‘motions are. the key. to success. on this 
Plevel. If you're not i in. control of the. joystick, you'll end up. 


being completely out of position to pecaulees noe targets. 4 qT | Prergets male 


ke oc "i (e) n. | "OK, so now you're navigating’ your eal i 
‘Mech pretty well, checking out the ‘sights. of Solaris Vil, b bus j 
oa this i is the BattleTech Universe so you probably want to 
start kicking some butt. Looking at. your main. screen you. 
‘should see the boxed crosshairs superimposed on the - 
Solaris Vil landscape. These crosshairs are your only tar- 
| geting device. You can move the crosshairs up by pulling - 
fiback on your joystick and can move. them down by pushing | 
mi forward on the joystick. ‘Once you see an opponent’s ‘Mech, 
“fimove your joystick so that your. crosshairs are. solidly. 
placed on their ‘Mech. This will generate: a. radar lock that; , 
guides. your wedpons to the enemy. You: will be. alerted toa f 
__Jjlock-on by three different graphics: the crosshairs will: 

md flash, the enemy’s call-sign will appear below the. “ 

Ps crosshairs and the distance: to the. target (in meters) will. 

| appear above the target. ‘If the enemy’s call-sign. is visible 
‘and you pull the red finger trigger you are going to hit. For 
_Jnow, ‘don’t worry. about the-blue and green buttons « on: the 
|itop of the joystick. These additional triggers : are inactive 
fin. basic mode—we'll get to 0 them soon n enough. os 
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Great pilots know that one well 
whole lot of smaller+ scattered shots: — 


| will hit, 


| agement is an important part of good BattleTech strategy. it®. 
-| pbegins when you fire o only when you have: a radar lock, 


Target. acquisition "The most useful 


tool for acquiring targets is the horizon line. Because 95% 


| beforehand is a great advantage. At first it’s’ riot going to be. | 


easy to control your crosshairs. But keep at it, ‘you'll see 
results. Also, don't- lead your targets like. you would in ‘throw- 
ing a. football; just put your erogshalra: on hil sucker and a 


[== — ee ee 
esource management Resource man- | | €2lste your 
fegessa- has 
on the 


i waste of time and ammo, Having, ammo- stdred. up. ‘is: a tig | 
i) §plus when you want to deliver a. critical hit: to a badly iis * lela 1 raelae 
/@wounded opponent. ; = 


Now this does not mean’ that: you shouldn't blast your. 


4 opponents when you have the chance. dn fact, when you are 


just starting out it’s better to err on the aggressive side. it : 


Byou havea lock-on and your opponent is being lame and. 


not moving, then let him have. it You can just hold down the rl Tip # : 


) §trigger and blast the sucker amile high.  -. T Only 


. Many beginning pilots ask what they should A it they tha 


| run out of weapons. The simple answer. is that.in most . - in f an when 


‘Mechs it is impossible to'run out of all. your weapons. 
unless you have received serious damage. Your machine - you have a 


) Qguns, missiles and. Auto Fire Cannons are expendable’ and - Wb yets\au hele an 
> §should not be wasted. if this happens, you will probably 5 i 
“Shave some energy weapons left (lasers and Particle —_ 


Projection Cannons) which are unlimited and can pack as 


> §pretty big punch; If you are ina rare. situation where. you . 
jireally have no weapons then the best thing to do is to 


immediately make a banzai charge at the nearest enemy 
‘Mech. Remember, when you. -blow up you come back with aq 


etully loaded ‘Mech and no damage. ‘Time to take revenge. ~ 
gAnyway, you, like most rookies, will probably get blown: 
gaway long before } your ‘Mech r runs out of weapons. “a 











R @ lo a Cd’ Your computer will handle - . , 


the reloading for you, but understanding 
the basics of your firing power can only . 
make you.a better BattleTech pilot. Each 


weapon has a different reload time in pro- Fe 


portion to the strength of that weapon. , 
Machine guns. have practically. no reload” 
time while big Auto Fire Cannons (AFCs) - 

@ take ten seconds. The red fight under the 
name of the weapon. will light up. when. 
the weapon is ready to. fire. Ifthe 
weapon is: expendable (these | include - | 
machine guns, missiles and AFCs) the _ 
light will remain out once aguwein ru n. out 
sof ammo. — 


Directed. Fibe! The hardest ~ 


skill to acquire is accurately firing into. es | 


the damaged areas of. your. enemy's 


=4‘Mcch. As their armor gets weaker it aig 


darker on your main screen. Asa begin- 
Bning. pilot don’t worry too much about this 
part; just try. to fire only. when you see : 

: your enemy's call-sign. Do: riot expect to 
blow up anyone on your first hit. These. 
‘Mechs have loads of armor and it takes _ 
asevere. damage to send your opponent — 


iiflying. As you progress you'll want to start| 


working on hitting the ‘Mechs i in intended 
places and not just randomly splashing 


the target. 


Intercom. if'you want to taunt your. 
opponents feel free to push the lit red: but- 
ton next to the throttle. When held down, - 
your messages of friendship and harmony 
will be broadcast to all the cockpits. VGL 
scientists are currently working on. pro- - 
gramming the green and blue intercom but-. 
tons for team matches. : 


Rule #4: 


Pursue 
imecdamaged 


"Mechs 
and 


| eee 


get kill 


ibonuses- 


HRule #5: 
Qala 
| alee 
jMeAreas.- 
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a di a r You are always i im the center of your: radar screen. Anything in the 
“WV? will show up on your main screen.. if an opponent's i icon appears: below the. | 
center. point then wateh out—the sucker's on your tail. Left and ‘right on your | 
radar correspond to: left and right i in the wirteeal world. if you move. left, everything 
on your radar will spin right. a 


S pee d indi BE cat or ‘The: bar on. ithe left is your speedbar. if Fits 


: yellow you're in forward and if it's blue you're in reverse. A good. way to 
remember this is “Biue for Back.” By the way, 2 little flick into reverse isa 
[great way to brake in a hurry, but try not to stay in reverse too Jong. Ws much 
slower than forward and that makes you an easier target. 

















Our 


‘yThe- Vel has. provided @ compass in case you get. lost. 


pilots are always prepared. - 














v ama ge in di ca t Or This picture of your ‘Mech shows your damage 
~— : light damag >in y llow, medium. in orange and heavy in ‘red. The areas tha t c 
are green have not been hit. lf parts. of your ‘Mech have been vaporized they’ aM 
be missing on your damage. indicator. A glance: down here: ‘once in ‘awhile will | | 
help you decide your immediate strategy. Another. v ay 4 to tell if you are dam- a 
aged is to look at your weapons display. i there is a series of dotted fines out 
where weapons used to be then you’ re missing a an arm. . 


NAMAGE 


i. 0 un C dou wl n- The sécondary screen also © 


Sahas a countdown. clock to tell you how much time 


you. have before. your translocation back to: your 
home site. This can also. be al f seful little tool for 
deciding when to run: away. rere are. only sec- 
onds left, it makes | n e t jimp 01 n | Your one 


| unless you want to watch the end. ( 
from 1000 meters up. . 





—— 
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Except f for some , advanced amis ‘arenas, the terrain of Solaris Vii is ; often ; 
pretty barren. This makes for few visual markers with which you can gauge . 


your speed and course. To make. sure that you: are’ moving—check the | a 
speedbar. if you. are not moving and you can. hear a feeaseri clanging soun 
then your ‘Mech i is hitting: an obstacle. « _ 

How canI- tell if: I"m: being: hit? 

There. are a few ways to discern if you are be ng hit. First of all, you. will se 
a yellow or white flicker on your main screen. It will turn an almost cam- 
plete white when you’re being heavily: hit. The sound of being. hit is also dis 
tinetly: different from the sound of. you firing. You'll get a sense 
you've piloted a few times. Some of. the time it’s obvious who i is hitting you 
while other times its. more difficult to. tell. A quick took down at your radar 
screen will help you. determine the culprit. é 


How can: I tell if I1m. hitting Eheir. Mechs? 
if you only fire when locked-on you can sit ‘back and relax. knowing. you have | Rt 
red.a direct | i i, if you area little. wild then look for the tell-tale fireball which “i 
Il appear oF on your opponent's: ‘Mech. as soon: as.you hit. You: can also. tell if you 
have fired errantly if your. missiles fly off into the sky rather then immediately | 
fe homing i in.on the enemy's ‘Mech. Otherwise; if you do hot see a fireball and the | 
oe if opponent's ‘Miech is not getting any darker then you have not hit. it, “meee 
Seawhy does. my. "Mech suddenly » jerk to the. side? 
4 When your. ‘Mech’s legs: or arms are: hit you will: ‘most likely spin due to the - 
a force | of the hit. Do.not let this fluster you. immediately look down atyour, 5 
ie radar,’ find your. opponent and ‘spin back at them. For more detai son a 
ning. check out the Data Supplement. 7 


your. disposal: yo "11. soon, be ready to challenge me: NO 








"you better start” ~ 


age.on= 803. you bet! 
or. every kill will be akamikaze. rum. 
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developing those piloting skills. 


iy i 


P 
a. 








| 1So you think you can Soeatate with 
the masters. We'll see. If you’ve got 
your basic piloting skills down |and 
ou’re prepared to make the jump 
~(—0 for it-feli teeta eT ls 
advanced controls your success is 
eke ce Strategy 1S everything » 
and experience is the best. 
teacher (owen wees of 
lmissions required before you try the 
advanced features. BattleTech is 
controlled by you, not vice versa. 
The next sections cover the 
advanced levels one by one. The 
VGL recommends that you try each 
level for a while before moving on 
| ito the next one. 7 
































ate = re) O . S t e e ie os n q. ie Separating your. directional control from. your. 


He A targeting control is the first step towards becoming a Master level pilot. To: 


',. flactivate this mode you just flick the 1st toggle switch up. In- ord er to move left ie 


ny and. right you now ‘push down on the corresponding foot pedal. At first it will. be . 


“ihee awkward,: but once you get used to it, you will steer more accurately. This new. ! (en 


a accuracy will greatly enhance your: an to bob and weave your way. out: of 


; many hairy situations. *. i. 
ea | ~ Now that your joystick. no Jonger steers the ‘Mech, ‘it is. free oa move. the " 1 yy 
tt crosshairs both horizontally and vertically. Since. the crosshairs. are no longer _ Bel 

lev. frozen horizontally, controlling your joystick: is even more. important. Ifyou et 
, aren't. ‘careful you’ re going to need a bloodhound to’ find your crosshairs as they Nael 


can easily get jammed. into the ‘edges. of your main screen. The good. ng is 


“Vl that. you. have more room to select your targets,. but don't get too crazy out 
al there. F recommend playing in. this mode for: two or three games. at. most due to cal 
.: the wildness. of your crosshairs. Once you. have some. skill. at steering with your hetero 


: feet it’s time. to move onto torso rotation. While. torso. rotation can be disorient- 
! ing at first, ‘it does make targeting much easier. > 7 





a advanced piloting in BattleTech. To activate it just flick the 2nd toggle switch: ape yi 


i aoe like the turret of a tank. This. rotation is independent of your steering which is” 
le still controlled by your feet. Hf you want to. ‘spin. the torso. clockwise push the j joy- ral a 
ales stick right; if you. ‘want counterclockwise, push it: left. As long: as you. push the = ¥ 
M, Ee : joystick, the torso will keep ‘spinning. There i is no. stopping point unless you get , 
ies dizzy and. pass. out. The torso tilts uD and dawn = So” o'you'll s still want to 2 keep'a an 

fo eye on the horizon line.. ae : En 
“The first thing you have to get used toi ‘is s running into: slobjects that a are >not . E me Y 
aii on p your screen. Do not panic. If at any. time you get confused there i is: an easy “i s Pyke 
ae, way to. re-center your torso. Push the button with a dot c on: it and your. ‘Mech will “t Hy 


| does (even the Masters: they just won't admit ig. 






‘Understanding torso rotation i is. critical to = ae 


STerse wotation: 







ee In this mode the: joystick controls the rotation of the top section of: your. ‘Mech, 
























- - sutomdvoally spin to its. normal Position. ~ aah 3 
When you are just starting torso: rotation, t tise this button; a Tot, Everyone” 













‘Orso rotation on” 
r ada ee: In order to keep: track of your 
torso’s position, the radar. oy. will Spin 
with your torso, if the “YW? is facing down | 


on. your radar then your torso. is posi- 


tioned to look directly behind your. 
‘Mech. This allows you to face an Oppo- 
gnent while running. away from them. i 


























Weapons ‘conf iguration. The first 
group of buttons that you'll want to master i is your weapons 
configuration system. This will allow you to customize your” i 
/ ‘Miech's weapons to suit your strategy. You'll now be using those : 
green: and: blue buttons on the top of your joystick. Looking at. jj 
your Weapons display panels, you'll notice three: buttons J 
arrayed under each LED window.: These blue, red: and. 
green buttons correspond. to the blue, red. and green but- 
tc ons on your joystick. ‘This allows you to five any weapor: | 
from. any or all three of the buttons. # 
. Remember that i in beginner mode all of your weapons 
fi red off of. one center trigger. This means: that when the. 
game begins alll of your weapons. are assigned. to the main. 
red finger trigger. Assigning’ weapons to your other buttons | 
is ‘simple. Just deselect the. red fi inger trigger by pressing — 

: the lit red button on the panel: Then, Press the desired blue © 
mor green. button, on the panel. to assign. that weapon to the. - at 
corresponding trigger. Go through all your weapons and con- "al 
figure your ‘Mech to match your strategy. Its a good idea to- 
memorize. your’ configuration since every time. you eject you . 
are going to have to reconfigure your. ‘Mech. Leam, to do this 
as fast as Rossible. 












‘ger’ and ‘machine. guns’ on ~*"}.° 
‘|the-blue thumb button. of 


‘|daddy. Thor vb- I keep my + “fo. 
{big Blast, on: the red .trig-.7| 





‘Myr tavorite ‘Nechs-ere the |. 
{Loki Prime and the big’ 












Con fi gurat 1 on. ‘strategys Now you have to develop a ‘strategy 
that will fit both your ‘Mech and the ‘way you play. ‘Two basic tips for configura- 
tion are: isolating machine guns on one. trigger and keeping enough firepower 
on another. trigger to. both heavily damage | and spin your ‘opponent. Machine ot 
guns only work at. short ranges so ‘by isolating them you: won't waste them. You a} 
can: spin your ‘opponents by: hitting them with significant. firepower on their, 
extremities. Do not be afraid, to ‘experiment with. different configurations. Some 
people like to put missiles. on one, lasers ‘on another. and machine guns on. the 
third.. it’s. up to. you. if you're getting. beat, try another approach. 
























“ T, n fo O iat m a to 1 fo n- Ss Sy s ee e ms: “information systems” is the. VGL’s - i 
fancy way. of referring to the information displayed on your secondary screen. oe ae 


2: .: a d a iat ra Tr: a 0: sS- a Once you click into advanced mode you are’ 
presented with a slightly different radar map. The ‘Mech icons are more - 
- detailed and. the range is smaller. While you, can now. determine which: direc- 
ition your opponents, are facing, don’t get too bold. lf they are. using. torso. twist: 
¥ they. will be: able to fire atyou. The default map still shows only your OPPO 
a nents. and the standard ay” indicator: of. your view. 
2 ‘You. now. can also change. the radar to a. map: mode by pressing the yel- 
4 Bere 2 button. This map. mode shows your ‘Mech: moving ‘through the Solaris Vig 
 fterrain. it does not show what is currently i in your. view screen and is usually ole 
es used: to get. back into the action when lost. To return to aes normal radar: 


Lot eb @ 2 6 7 8 88 a a 


| DISFLAY KEY 
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Series 





adar. ranges. An either display 
you can. control the range seen. These’ range . 
controls are the green: 4, 2, and 3. buttons on- 
the left of the radar Screen. In advanced: mode. 
the default setting i is at: the. 1 KM. range, which 
is. perfect for most batties. If you want to: > 
increase the range fan important part of any. 
team game) push the green 3 button. To 
decrease: the: range (the: minimum is. 250:- 
meters) push: the green + button. To return to 


Another advanced: informa- 
tion feature is ‘the ability to put: a Hot Box around 
any one of your opponents. This Hot Box will. 
help you keep track of any opponent that you - 
select by placing a gold box around their. ‘Mech « 
on your radar screen. With the red 3 button you. 
can cycle through the other pilots and select the. 





one you want to box. olf the. selected enemy gets it 


into a group you'll be able. to. better identify that" 
‘Mech, Also, a detailed diagram. of your enemy. 
will replace the picture of your ‘Mech on the. 
lower right corner of your radar screén. The pic- 
ture of your opponent’s ‘Mech doesn't show their 
damage. To return to the damage i icon of your: t 
‘Mech press the red 2. button. Checking on. your 
damage every 50. often i is a good idea so. you can. 
alter your. ‘strategy to fit the situation. For exam- 
ple, if you. are severely damaged it’s nrobabty not 
a good idea to go sirectly: at a Thor 6. 















H e a Ta 7 a Cc to fa) r Since ‘Mechs are powered by a highly unstable i 
esi atomic reactor: they | have heat sinks installed to control the internal. 

aa temperature. In this mode, you must actively. manage the extra heat: : 
ek . buildup that. occurs: in the ‘Mech: due to firing and navigating. Each shot 
y of a heat producing. weapon will make your ‘Mech more. likely. to enter: f. 
4 heat distress. You can keep track of your. heat status: with two different. 1 ees 
a | gauges. ‘The LED: scale rises with your. heat jevel and. a quick glance will jt 
(tell you: if you are. reaching. a dangerous level. The other. gauge givesa. f. - 
-— numerical. percentage for your. ‘Mech’s. efficiency. Anything below: 89% a eae 
Ae efficiency. will create noticeable effects on. your. ‘Mech’s performance. 

; I Watch this gauge carefully; the lower the. number: the closer you are to.. 
serious ‘problems. Be careful though, since heat. builds. up overa 5 sec- . | 
| ond period it may take a few. seconds for the readout to change. Try to : 
[keep the gauge reading “Engine OK”. If you fire your big heat-generatingy: . | 
|. J}weapons too often, your ‘Mech will drastically slow down. and your. infor- le Gee 
ty) mation systems: will not function. : “gly 5 
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ae ‘HEAT. flicker. 70% 
- LEVEL. . ; “Speed: ‘cut: Wh. 
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[Feat is the ultinate challenge: Use your]. 
“jstuff wisely orn-lose it alle. 0 6 ‘|e 


er 50% 
HEAT. “Speed eat 0% . % 
LEVEL » Shutdown — 
“possible * =F 
Ammo Bay. Fire 
qepOSSLOLe Ss 
| Speed-cut. Fa 
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NORMAL: eal licker. 30%. 
HEAT “Speed” 
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_ Great pilots like myself never have 


. A u t da OWN “If you contin. J El 
_ Jue to build up heat your ‘Mech) J GE ] 
 §will do. either. of two things; both 
_ fare bad. If you're lucky, your 

j ‘Mech will go: into a shutdown . 

a countdown accompanied bya 

) distinct alarm. ‘Your shutdown 
> flabort code will appear: below 
) iyour numerical heat scale. You: 
"| ithen have between 4 & 9 sec- 
onds to punch: the. code into. the 
Bkeypad. If you're too slow then * 
your ‘(Mech will completely shut - 
down until your heat drops to. an 
acceptable level. eal this. - =. 
Bsitting duck mode. _ j 
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are both accurate and devastating. » 2 - 








- Gf Inari cnn tim Sex Sencha bay okradiceecuels painter clk ikece baatines: ool 
ae the ammo’s flashing name. This is also accompanied by a distinct alarm, so no napping. if 
= ey you fail to dump your ammo you'll be watching the action from about 1000 meters up. 


eat management you are suffering from heat distress the best thing to] 
do Is run away and refrain from firing. ‘Remember—discretion is the better part of valor. 
Sein Your best defense against heat problems is accurate and measured firing. ‘you can direct 
=. E your fire, you will kick butt without serious: consequences (at least to you). 5 7 


















ae Start competing against experienced pilots 2 as. soon as possible. 
In standard” level missions; as. they’ re called, you'll meet a. greater v vari- | 


eee pilots and battle under: a greater variety of conditions. — a 
ee ‘Pay attention to your fighting. style. - It’s. best. to learn. at least. 
one ‘Mech before you. start practicing with others: ‘When you di Col er 


| / whether you prefer fighting: at long range or close aa you i he abl ble fe to 


choose. a ‘Mech that’s right for you. . Tie 
gj--+- Talk to the Techs and veteran. pilots. You'll ‘and them to. be a: 
great source of information: on. alll. VGL ‘matters, and they. don’t bite. 
‘=. — > Get used to piloting with: heat. . Most, if not all, special events. includ 
the heat factor, so the sooner you get used to it, the easier it will! be. 


B= = = = Join some of the special events offered ata site near you. Tha | 


Way, you can kill three birds with one stone. You'll be. battling experi-- 


enced people, using heat, a and you'll meet: other pilots: who will, help you a : 


out. ' 


to side and pull the trigger to f 


es et = ‘Don't pull the trigger unless: you. can seea call-sign underneath . 
the crosshairs. All areal do is s waste precious ammunition ‘it you have no. 


lock-on. . 


xy Most people: only get Shemselves: confused. whien:. ‘they: start using reverse, 
: and it’s never a good. idea to stand still or slow. down in combat. > - 
a= & . Use your radar wisely! You are the cent rof the radar! You. will. 

a never ever: see. yourself. on radar! Your radar will I t you séeé what every- - 
1s one is up: to in | your match, and mou can see at a glance where everyone 


Lo= 2 When you c come across another. Mi 3 echne on 1 th é battlefield, you 
imay notice that. one part of it may be darker than the others. This indi-. 
cates that someone. has already: hit that person and that part of the ‘Mech 
jis already. damaged. if-you.can target the darker. parts. of | a ‘Mech, you'll, 
| destroy othe a fot faster than, just spreading your damage all over. ; 





Try. to keep your. crosshairs i in one. > place on. the horizon... Don’t : ; 
grip the joystick very forcefully, as ‘this usually causes the crosshairs: to... 
jump around.. All you-have to do to targets is move > the Joystick from ‘side’ | 


~ her help an the 1 








3 E n' vir O n ment: Ss. , ‘There are. three light. conditions and four weather condi - ' 
“ tions to choose. from for your Solaris vil adventure. Te nes m e 0. f D = y es 


















mes will be i in daylight. | 
if S kK The next level of difficulty is ; the dusk setting which allows for some. '' 
limited visibility. All Mechs: are. provided with a headlight which is ‘turned. on: | i 
; automatically. in the dusk and night setting. The headlight works well at close. i ie 
| ranges, but If you feel the need for night: vision. you have. an infrared mode, ‘You 

a can turn: off your headlight. with: ‘the yellow D button. fi = 
Ni L gh Ly Night games, which are: pretty cool to watch, basically force you. 
to use the infrared. mode. But make. sure that for a little while you. turn: it off so ie 


you can see the cool explosions. ce “Weather. Conditions er 


C 1 e a r Clear weather conditions are the norm. aii: in this mode 
extends 1100 meters. «ae ' : 3 
fe Li aE gh ce Ff og Light fog i is very much like the clear setting with s some: blur- rs 
ring in the far distance. ae | 
Heavy fog, Heavy, fog creates: a pretty miirky atmésphere: Players who. like. 1 | 




































| ea... sou p in pea soup infrared is essential with visibility being almost’ 
nil. ‘This mode forces you to. use your. radar effectively since your opponents 
will be. racing on top of: you without warning. — : 











| n F r ar e d. ” By clicking the third toggle or pressing 3 the yellow B button you t- 
will enter infrared mode. This will make your. main screen glow green; ‘and. add. | <4 
depth to poorly lit: areas in the distance. lt also changes the ‘way damage i is indicat- \ 
ed; the Weakened parts get. brighter as opposed to getting. darker i in the normal Es 
mode. Look for, those glowing points of light i in 1 the. dark and blast them sky high: 











D a y. li 1g h t! “Daylight battles are: the most common and all of your training: Bea 


to stay. out of the fight sending in long range missiles. will find: ‘that they. can no f z 
longer’ target from “safe” distances. Using infrared. is highly recommended. a pee 











| In BRIEF nISTORY OE THE DISCOVERY 
JAND EXPLORATION OF THE BATTLETECH UNIVERSE 


ss In the years. inimediately following the Second World» 
© War, the Virtual Geographic League gradually began to 
‘ re-emerge as an.active scientific institution. Many of 
the leading atomic. scientists and engineers of the day 
' Fecoiled in horror at the weapons of mass destruction 
ay that they helped to create. The VGL offered a much- 
=) needed home to those seeking peaceful applications 
ma for these Berto new technologies. a == 


— ‘One of these men was George Markov, di Robert’ 

-=8 Oppenheimer’s chief lieutenant on the Manhattan . 

Project and the man principally responsible for. the: 

engineering breakthrough which turned Einstein’s 

‘theories into. reality. Due to his impassioned Pacifist | 

| | Speeches to the House Un-American Activities: 

in y Committee, Markov | was essentially unemployable 

Pp _... .wihen Einstein invited him to lecture at Princeton in , a 

| : . $949. Within six months, he was running VGLLabs. [|- © 
‘. and sending unmanned camera ships on Faplit-second 

1. reconnaissance missions. | os 


: : AE the same 2 time, on | other rside of the world, a 
2 young jet-jockey named. Sid Mandlebaum was making 
: a name for himself over the skies of Korea. There was 
a _more to this pilot than an. unusual name - he was: the 
first Jewish praduate of West Point, a military, historian ey 
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trade, and he shot down six MIGs ina single 1952 mission: He 
also. was the youngest Colonel in the Armed Services when | 
Lindbergh recruited him into the VGL i in 1959. Mandlebaum. Sal 
|gave the name “BattleTech” to the futuristic combat technolo- L 
gy he saw in the Unv. -137 camera pod photos. During ~ 
this time Einstein and, Markov were able to discover a 
: consistent link to dozens of human colonies in space_ iz 
§ Some two thousand years in.the future, emboldening a B 
ithe League. to chance new manned missions. On his - ti \ 
| third missioit Mandiebaum became the first VGL pilot 
te exit his vehicle while in a'Virtual World. On his" 
x fourtebpaeiiaied> ts he. disappeared. | 















iw 





When aVGL ek ee Team finally found 
Mandlebaum a decade later he had gone completely _ 
, native, having embarked on a new life as an elite a . 
Master Mechwarrior. While he: refused to return. to our =es 
Sworld, he did provide numerous technical documents — 

at he pad. been collecting along with a book he authored, se =] 
ai : BattleTech Universe, These technical man- as 
- =luals have enabled the VGL and i its pilots to achieve safe and 
consistent translocations into any one of the. dozens of 
InnerSphere BattleMechs. ¢ Our Gratitude to him is immeasur- 

| = | lle and his deeds will live long i in the storied history. of the 
GL. Sid’s only request to the Board of Directors was that we 
’ a | aks ifte er his damn here on Earth— a duty we do proudly. | 
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— SCOFMO. In 1990, after much heated debate, the VGl's Board of 


Directors decided Co regulate Che unauthorized combat Caking place on 


“ Battlelech missions. “Sporting Drops” as they were originally called, 
: af NOW relegated Co Che deserted arenas of Solaris Vil. In addition, an 
J automatic scoring system was introduced to keep track of these bat- 
|-F tles. You will receive points for hitting other ‘Mechs including a 
| aq 250 point bonus for “hills”. You will also lose points for Being hit, with 
| FZ an equal 250 point loss for “deaths”. The pilot with the most points at © 
“EY Che end of the adventure is declared the winner. Of course this new 
system only sparked more debates over the relative value of points — 
a: versus hills. Some pilots are brawlers, always searching for the inten- : 
° SiCy and heat of close combat, while others prefer the cool detach- 3 
fa ment of long range engagement, swooping in on damaged ‘Mechs to 
| steal a hill from an unwary opponent. Your style and strategy will, 


determine which side of the points versus hills debate you fall on. 
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